
Funpocalypse 
What is Funpocalypse?  

Funpocalypse is a board game for 2-4 players, roughly based around 

concepts of other board games like Monopoly, Dungeons and Dragons, and 

Risk. Players are pitted against each other in an apocalyptic scenario with ever 

decreasing resources in an effort to survive. 

 
How to Win:  
You win by being the last player on the board. Possible ways to die include 

starvation and loss of health. You can ensure victory by fighting others or by 

stocking up food and trying to starve them out. 

 

Setup: 
1. Shuffle the role cards (C) and deal one face up in front of each player, 

along with one food card and a piece of loose leaf paper.  

2. Mark the following sections on your paper: Health and days without 

food. 
3. Place your game pieces anywhere on the board. You can use whatever 

game pieces you would like. For example, different players can pick 

different coins to move around the board. 

4. Roll the dice to decide to see who goes first. Whoever rolls the highest 

number on the dice goes first. If there is a tie, roll again. The game order 

is clockwise from the highest roller.  

 

Taking turns: 
1. Discard a food card and remove any tallies under days without food. If 

you have a food card, you must use it. You wouldn’t choose to starve if 

you had food to eat. If you do not have a food card, add a tally. This 

means you are starving. A tally count of 5 means you have one more 

turn before you die of starvation. 

2. If the space you are occupying has another player on it, you can perform 

a player interaction.  



3. You may use almost any amount of available items in your inventory.  

a. Reference Section 1. b. i. under Player Interaction for how many 

weapons you may use in a turn.  

4. Roll the dice, then decide which direction to take. Once you have started 

going a direction, you must continue going that way. You cannot back 

up. If you come up to a split path, choose one. 

 

Player interaction:  
1. When you pass another player or land on a space with another player 

occupying it, you have one of the following options: 

a. Trade: the player has the option of offering a trade to the other 

player. 

b. Attack: both of the players roll the dice. The losing player 

subtracts the winning player’s attack points from their health 

points. Tie goes to the defender. 

i. When attacking another, your character may wield up to 

two weapons while attacking.  

c. Nothing: no action will be taken. 

Note: You can only perform ONE action per turn. 

 

Event Card Spots: 
Event card spots are marked with a green question mark. If you move 

your game piece and land on one of these marked spots, then you can draw an 

event card. 

Cards: 
1. Role Cards (C) 

a. This card describes your role’s attributes and special abilities.  

i. Attack: The base amount of damage your attack will do 

during a player interaction. 

ii. Health: The maximum amount of health your role has. Your 

health cannot go higher than the one shown. 

iii. Carrying Capacity: The amount of items your player can 

carry at one point in time. You can exchange an item with 



another player if you are on the same spot. If you are at the 

limit, you must discard an item in order to keep or obtain 

new items.  

iv. Special Ability: This determines what your role is skilled at. 

Try to adjust your strategies to fit your role. 

2. Game Cards (G) 

a. These cards are items held by your character. They can be used to 

aid you in your journey throughout the apocalypse.  

b. The carrying capacity of your character affects how many game 

cards your character can hold at any given time. 

c. Using 2 or more items reference section 1. b. i. under Player 

Interaction. 

3. Event Cards (E) 

a. These cards show different scenarios that prompt an action. You 

may draw an item card or cause the game board to shift around. 

Military Base: 
1. The military base acts as a restart for players. In exchange for one item 

card, players can regain 50 health points and are fed. After they receive 

their health points and are fed, they are dropped off at the drop zone. 

2. If players have no items to turn in, they are automatically dropped off in 

the drop zone. 

Raiding Houses: 
1. When you land on a house spot (a spot with a black house on it),  you 

have the option of raiding the house.  

2. To raid a house, pick up two six-sided dice and roll them. If you roll a 

sum of 2-6 the house is empty, but if you roll a sum of 7-12 then the 

house is filled with an item. 

a. If you roll doubles, then the house is filled with an item, no matter 

the number rolled. 

3. If you roll a sum of 7-12 or doubles, you pick up a game card. The game 

card is the resource found inside the house. 



4. When a player chooses to raid a house, that house is now nullified for 

the rest of the game. Mark on the corresponding piece of paper that the 

house has been raided and cannot give out more resources.  

Food:  
1. At the beginning of every turn you must use a food card if you have one 

in your possession.  

2. You cannot choose to simply not eat. Going a turn without food means 

you are starving and going to die unless you eat. If you have a food card, 

you must consume it before your turn. 

3. You can last 5 days without food. On your 6th turn without food, your 

player dies. 

Commonly Overlooked Rules: 
● If you have a food card in your hand at the start of your turn, you MUST 

use it. 

● The discard pile for food cards are separate and do not get reshuffled or 

placed back into the game card pile. Only event and item cards do. 

● Marking the fifth tally in your “Days without food” section does not 

make you dead. Remember, you have a chance of obtaining a food item 

the last day. You are only dead if you have to mark the sixth tally. 

● The instant your hand goes over the amount specified by your carrying 

capacity, you must discard some until it meets your capacity 

requirement.  


